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THE HOUSE -E ; 


INTEL 
Chamber has identified a movement within the Sig- 
nal towards an unknown ritual/culmination/change 
known as “The House”. Driving this change are a 
number of cults, each obsessed with particular As- 
ects/Entities/Wills from within the Signal. 


ORDERS 
Chamber agents are tasked with investigating and 
stopping the culmination of “The House” and its 
aspects. Within each aspect and it’s cult are a 
number of primary targets - agents have full dis- 
eretion to contain or destroy these targets: 


- Powerful members/leaders in the cult 
- Any SRMs created or held by the cult 


Chamber agents are to destroy any fraudulent intel- 
ligence suggesting that the Chamber organization 


belongs to 


Investigate these cults, the Signal Aspects they 
worship, and "The House" they are building towards. 
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THE HOUSE : 


RESONANCE 


The Aspects and The House become 
more powerful -- but vulnerable -- 
when they gain "resonance". With 
sufficient resonance, agents can 
conduct an operation against the 
Aspects or The House directly. 


Aspects gain resonance whenever 
the players complete an operation 
involving one of their targets, 
regardless of the outcome. When- 
ver an aspect gains resonance, the 
OPS player may circle one effect 
that accompanies the resonance. 


Containing targets grants a bond 
with the Aspect. 
The aspect's Name die is equal to 
their resonance. 


"The House" gains resonance when- 
ever the players complete an 
operation directly targeting an 
aspect, regardless of outcome. 
The OPS player records one effect 
from that Aspect in The House 
(with resonance die) and gives 
two random Aspects 1 resonance. 


Players might complete a campaign 
by targeting The House directly, 
but it is not required. 


ASPECT/ENTITY 
Entry O# Ox 


RESONANCE/EFFECTS 


Vd6 Vd8 V d10 
[IN/OUT] [OPENING] 
[NESTING] [ ] 


MEMBERS/SRMS/FAUNA 
Nanako Thomas [j# 9x 
Russian Doll {]/¢#Q]x 
Anthill o+ Ox 
Zipper O# Ox 
Hermit O+ Ox 


wae ASPECT/ENTITY 


Wall 


O+ Ox 
RESONANCE/EFFECTS 


Vd6 Vd8 Valo 
[PLASTER] [SAME] 


[EXTEND] [ ] 
MEMBERS/SRMS/FAUNA 
Angus Watkins []#])x 
The Crack O# Ox 
Level O+ Ox 
Nail OF Ox 
Painter O# Ox 


ASPECT/ENTITY 
T.V. Ot Ox 
RESONANCE/EFFECTS 


Vd6 Vd8 Vaio 
([OBSCURE/CLEAR] 
[FICTION] [ ] 


MEMBERS/SRMS/FAUNA 
O+ Ox 
O+ Ox 
O+ Ox 
O+ Ox 
OF Ox 


Devon Howard 
Konstantin 
Channel 186 
Talking Head 
Bulb 


PW ASPECT/ENTITY 
Mi Pipe O# Ox 
RESONANCE/EFFECTS 


Vd6 V 48 V d10 
(START/END/.] 
[CONTINUUM] [ ] 


MEMBERS/SRMS/FAUNA 


Malcom Vinter []#])x 


Ski Lift 
Ticket 


Tobacco Tin 


O+# Ox 
O+ Ox 
0+ Ox 
O+# Ox 


Vagrant 


ASPECT/ENTITY 
Disposal []# [x 


l 


RESONANCE/EFFECTS 
V 46 V 48 V dl10 
[REDACT] [EXILE] 

[SINGLE] [ ] 
MEMBERS/SRMS/FAUNA 
OF Ox 
O+ Ox 
0+ Ox 
O+ Ox 
O+ Ox 


Frans Ayers 


Mousehole 
Sharpie 
Maw 
Lost/Found 


PPR ASPECT/ENTITY 
Pantry O+ Ox 
RESONANCE/EFFECTS 


Vd6 V d8 V dio 
[SURPLUS] [MULTI .] 
(SHELVE] [ J 


MEMBERS/SRMS/FAUNA 
O+# Ox 
O+ Ox 
O+ Ox 
O+# Ox 
O+ Ox 


att 


Ana Zhang 


Cornflakes 
Gardener 
Expiration 


Barcode 


ASPECT/ENTITY 
Cat Clock Jj# x 


RESONANCE/EFFECTS 


V 46 V 48 V dl10 
[FORWARD] [TICKTOCK] 
[APPROACH] [ ] 


MEMBERS/SRMS/FAUNA 
O+ Ox 
O+ Ox 
O+ Ox 
O+ Ox 
O+ Ox 


Hope Koopman 
Ege Timer 
Calendar '63 
Dice 

Jack in Box 


ASPECT/ENTITY 
Attic OF Ox 
RESONANCE/EFFECTS 
Vd6 Va8 VY a10 
{? 1(? J 

[? 1(? J 

MEMBERS/SRMS/FAUNA 

Rosaleen Hage []¢]]x 
O+ Ox 
O# Ox 
Ot Ox 
Ot Ox 


Beam 
Pulley 
Dweller 


Trunk 
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RESONANCE/EFFECTS 


QUERIES 


What is the true nature of The House? 


What is the relationship of these Aspects 
to the Signal? What are they? 


What happens if the resonance/effect/The 
House culmination is completed? 


What's happened to the other Chamber agents 
investigating this case? 


What is the outcome of your operation 


against The House? 


VISUAL/PHOTO 
~ “] 


This is a supplement for the Paragon playset 
CHAMBER. It’s meant to be used as a resource 
when playing the playset. 


It can be used for campaign play - players 
can vary the length of the campaign by 
changing how much Resonance is gained per 
operation or how much resonance is needed to 
conduct an operation against an Aspect/The 
House. 


Like CHAMBER, the focus of this supplement 
is strange intrigue, investigations, and 
mystery. It doesn’t contain any concrete 
details; this means you get to fill in the 
blanks to find out what’s really going on. 
Read the section “OPERATIONS” in CHAMBER to 


learn more. 


OPERATION GENERATOR 


These tables are meant to be used as 
additions to those provided in the CHAMBER 
playset for generating new operations. 


OBJECTIVE 


1. Follow a lead to a cult initiation/ 
cell/worship/ritual. Determine their threat 
level and/or usefulness. Infiltrate/capture/ 


recruit/ (J the members. 


2. Follow a lead to track a cult official/ 
leader/avatar. Determine their objectives. 
Contain, destroy, or recruit them. 


3. Follow a lead to locate areas of Signal 
Resonance where the Aspects/The House 
manifest. Nullify/avoid/study Resonance 
effects in the surrounding area. 


4, Follow a lead to locate an Aspect/The 


LEADS 


5. A strange interaction with a door-to-door 
evangelist inviting you to a neighborhood 
gathering. 


6. A Resonance effect covers a building/ 
block/town/city. 


7. A barrage of phone calls from different 
individuals, all discussing an SRM/Aspect/The 
House. 

8. A new radio station advertising itself as 
GS) cradually overtakes all frequencies. 


LOCATIONS 


9. A gaudy mansion at the end of a long road. 


10. An unlit, unmarked floor at the top of a 
skyscraper. 


11. A bustling hotel convention area. 
12. A barn, converted into a makeshift chapel. 
13. A series of zig-zagging tunnels. 


14. A hidden grove in the middle of the city 
park. 


SIGNAL ANOMALIES 


Interpret the “Resonance Effects” listed 
under each Aspect on the campaign sheet to 
create your own unique phenomena. If you need 
help, combine them with the Anomalies listed 
in the CHAMBER rules. 


This playset supplement was written and 
designed by Greg Soper, who can be found on 
Twitter, Itch, and Discord as @sporgory. It 
is inspired by the Horror Anthology podcast 
"The Magnus Archives" 


